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LIMITED WARRANTY 


Strategic Simulations, Inc. (“SSI”) warrants that the diskette on which the enclosed 
program is recorded will be free from defects in materials and workmanship for a 
period of 30 days from the date of purchase. If within 30 days of purchase the diskette 
proves defective in any way, you may return it to Strategic Simulations, Inc., 
883 Stierlin Road, Building A-200, Mountain View, CA 94043-1983 and SSI will 
replace it free of charge. In addition, if the diskette proves defective at any time after 
the first 30 days, return the diskette to SSI and SSI will replace it for a charge of 
$10.00. Please allow about four weeks for delivery. 


SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO 
THE SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME 
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MERCHANT- 
ABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND 
GAME ARE SOLD “AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND 
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR 
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU.) 


The enclosed software program and this Rule Book are copyrighted. All rights are 
reserved. This Rule Book may not be copied, photographed, reproduced, or translated 
or reduced to any electrical medium or machine-readable form, in whole or in part, 
without prior written consent from SSI. The program accompanying this Rule Book 
may be copied, by the original purchaser only, as necessary for use on the computer 
for which it was purchased. 


© 1983 by Strategic Simulations, Inc. 
All Rights Reserved. 
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Introduction 


Boxing is a game of strategy and statistics. Opposing managers 
instruct their fighters to follow a given strategy each round, hoping 
to gain that small strategic edge which can mean the difference 
between victory and defeat. Ringside Seat allows you to manage 
some of the greatest fighters of all time, and make key manage- 
ment decisions for them. It is a realistic simulation of professional 
boxing, incorporating numerous statistical parameters to determine 
the outcome of every action. 

This manual explains how to play the game using any of the 
dozens of fighters provided. The manual also explains how to enter 
data for a new fighter. If you are reasonably knowledgeable about 
boxing you can start playing the game immediately by reading the 
sections on "Starting The Game” and “The Display”. You can then 
read more about the details of the various actions, or how to enter 
or revise fighter data at a later time as you wish. More than 45 
fighters from the past and present are available to you on your 
game disk. 


Loading The Program (Apple) 


To begin a game, boot your game disk and the game will begin 
automatically. If you are using an Apple II with Pascal, you must 
first use your BASICS disk. If you are using an Apple III, you must 
first go into Apple II Emulation Mode. 


Loading The Program (Commodore) 


To begin a game, turn on your computer and disk drive and 
place your game disk in your disk drive. Type the following: 
LOAD “*” ‚8 (return) 


After the program is loaded, type RUN and press return. 


Saving A Fighter On Disk 


In order to save a created fighter onto a disk you must use an 
SSI initialized disk. To initialize an SSI save disk follow the 
instructions given by the program. Up to 75 fighters may be saved 
on each SSI save disk. 


Starting A Game 


When you boot the Ringside Seat disk you will be given the 
following options: 


(P) play a game 
(E) enter/revise/list fighter data 
(I) initialize a disk for saving fighters 


Selecting option I will return to this menu after you are 
finished working with the fighter data files. The procedures 
available under option E are described in the section titled 
Entering And Revising Fighter Data. 

Selecting option I will also return to the menu shown above 
after you have finished initializing a save fighter disk. 

Selecting option P will first prompt you for the mode of play. 
You may have the computer manage either, neither or both boxers. 
Apple owners will be asked if they wish to use keyboard or paddle 
inputs (Commodore owners must use keyboard input). If you have 
selected any item other than demo mode the computer will next ask 


you to enter the NAME-DIVISION of the two contestants (the 
name and division for each fighter can be found by using option 
E). The division is a two-letter code representing the weight class of 
the fighter. Be sure to separate the name and division of each 
fighter with a dash (-). 

As an example you might enter LOUIS-HW. After you have 
selected the two fighters you will be asked to enter the number of 
rounds you wish for the current fight. Enter a number between 3 
and 15 inclusive. Should either fighter have the ability to fight as 
either a boxer or slugger, you will be prompted for the style you 
wish the fifhter to use during this fight (once a style is selected it 
cannot be altered during the fight). You will then be asked if you 
prefer to have the cumulative judges’ scores displayed while the 
fight is in progress (either way the judges’ round by round scores 
will be given upon the conclusion of the fight). Finally, the 
Commodore version will ask you to input the speed at which you 
wish the commentary to be displayed. 


Playing The Game 


In Ringside Seat both managers select their fighter’s strategy 
each round. Once a strategy for a round is selected, that strategy is 
employed for the entire round with only one exception: 


A fighter may opt to cover up during a round in order to avoid 
being knocked out (following a devastating punch or a knock- 
down, the fighter being hit may not cover up until the aggressor's 
“following up” sequence is completed). If you wish to cover up, and 
paddle control has been requested (Apple version only), push the 
paddle button until the cover up strategy is displayed. If the 
keyboard is being used, pressing the “Z” for fighter #1, or the “/’ for 
fighter #2 will cause the fighter to cover up. If the Commodore is 
being used, be sure to keep the key pressed down until the fighter 
covers up. 


Once both managers have selected the strategy for their 
fighter, the round bell will ring and the two fighters will approach 
ring center. 


The Display 


Displayed on the screen while a fight is in progress are the 
fighters’ names, the round clock, the strategy of each fighter, any 
cuts, or other notes on the condition of the fighters, the round 
number, the cumulative judges’ scores if selected, the percentage of 
stamina remaining, and a representation of the boxing ring. The 
top of the screen is used to announce the beginning of each round, 
and also to describe any ring movement by the fighters. The bottom 
half is used for color commentary and a description of the blow-by- 
blow action taking place in the ring. 

The scoring section, based on the “10-point must” scoring 
system, shows the cumulative round-by-round scores by judge 1 
(J1), judge 2 (J2), and judge 3 (J3). The cut, injury, and condition 
section shows any cuts, injuries, or other conditions sustained by 
the fighters during the fight. The boxing ring display provides 
a visual indication of the position of the fighters throughout 
the fight. 

Displayed above each fighters name before the bout begins 
are two numbers (e.g. 2/1). The first number indicates his ability vs 
a boxer and the second number indicates his ability vs a slugger. 

The strategy selection inputs for each fighter will appear at the 
bottom of the screen at the beginning of each round. Immediately 
following each strategy is anumber representing how well a fighter 
employs the particular strategy (this number may be reduced as 
stamina is used up, and a fighter begins to tire). Selecting a.strategy 
by paddle is done by turning the paddle knob until the desired 


strategy is displayed. Pushing the paddle button locks in the 
choice, and that is the strategy used that round. Selecting a strategy 
by keyboard is done by typing the number associated with the 
desired strategy: 


1 — flat footed 

2 — cover up 

3 — charge in 

4 — stick & move 
5 — stay away 

6 — go for ko 

7 — protect cuts 


Pressing the return key will lock in the choice as the desired 
strategy for the upcoming round. 


Strategy Actions 


The following is a description of each of the seven strategies 
available to each fighter each round. 


1 — FIGHT FLAT FOOTED 


Fight flat footed allows a fighter to rest during a round. His ability 
to control the fight, his aggressiveness, and his defense all suffer 
and he becomes a much easier target while using this strategy. 


2 — COVER UP 


Cover up is usually used after sustaining considerable punish- 
ment. This is the only strategy which may be changed to during 
a round (see playing the game). Cover up considerably reduces the 
fighters ability to land a punch and to control the action. It can 
also cause the opponent's punches to be partially blocked. Use this 
strategy if you fear a knockout is imminent in the round, or if you 
‘want the opponent to punch himself out. 


3 — CHARGE IN 


Charge in is usually used in an attempt to inflict unusual 
punishment, and score points quickly. The defense of a fighter 
using this strategy is reduced, and therefore may make him easier 
to hit. Once control of the round is gained, however, it is more 
easily maintained. Use this strategy early in a fight to wear the 
opponent down. It is also sometimes used in late rounds in order to 
catch up and win a close decision. A fighter may not use this 
strategy if he has no stamina remaining. This strategy may not be 
used more than four rounds in succession. Once a different 
strategy has been used for an entire round, you may again use 
“charge in” four more times in a row. Note that using “cover up” 
while a round is in progress does not satisfy the condition that 
allows the use of “charge in” four more times. 


4 — STICK & MOVE 


Stick & move is used when trying to maintain ring generalship, 
while at the same time avoiding the opponent’s power and 
reducing his chance to score. This added defense is attained at the 
expense of punching power. Use this strategy early in a fight to 
avoid the opponent's power while he is well rested, or after a round 
in which you suffered moderate punishment. This will allow you to 
recoup some strength while not losing much control. A fighter may 
not use this strategy if he has no stamina remaining. This strategy 
may not be used more than four rounds in succession (refer to 
“charge in” for restrictions regarding this rule). 


5 — STAY AWAY 


Stay away usually is used when ultimate defense or counter- 
punching is desired. This strategy causes the fighter’s punches to 
land with much less sting, but it also reduces the chance of being 
knocked down. Use this strategy after a punishing round not quite 
bad enough to dictate covering up. Also use this strategy in late 
rounds when you are way ahead in points. 


6 — GO FOR THE KNOCKOUT 


Going for the knockout is used in an effort to get the fight over 
early, or to put away the opponent after a good offensive round, or 
late in the fight when no hope is left for a decision. This strategy, 
when used early, gives the fighter a much greater chance to score. 
When used late in a fight, the fighter’s chance for a knockdown is 
somewhat improved, while again increasing the opponent’s chance 
to land a punch, and to score a knockdown of his own. Use this 
strategy early, if the fighter has a good knockout punch rating, and 
late to try to salvage victory from an otherwise sure loss. 


7 — PROTECT CUTS 


Protect cuts is used when trying to protect cuts which could be bad 
enough to stop a fight (you will have to use your judgement on 
when you think they are very bad). This strategy can also be used to 
try and prevent cuts from getting any worse. This strategy causes 
head blows to be blocked more easily, but at the same time opens 
up the fighter for more shots to the body. You will also lose some 
ability to control the action in the round. 


Notes On Strategies 


Remember that as stamina decreases, so does the ability to utilize 
strategies. Some strategies are not usable if a fighter becomes too 
tired. If the fighter can manage to rest during a round, he may be 
able to regain some stamina. If he regains enough, he may also 
regain some of his ability to use his strategies. Employing a strategy 
when that strategy rating is less than 2 may be more of a hindrance 
than a help. 


Solitaire Play 


If you are in need of an opposing manager and no one is 
available, Angelo, the computer boxing manager will be glad to 
coach the other fighter. Simply select the appropriate option on the 
“Computer Control Menu” and the computer will set the strategies 
for the fighter(s) you told it to manage. 


Status and Condition 


It is possible for a fighter to be cut or suffer excessive 
punishment in a round. Should one of the above occur, it will be 
displayed in the section directly below the name of the fighter 
sustaining the cut or punishment. The actual display of cut status 
varies on each computer as follows: 


Apple 


1) A cut is said to be bleeding when it is bordered in red. 


2) A cut is said to be extra deep or worsened when it is displayed 
in inverse. 


3) Acut is said to be closed when it is in normal type (not bordered). 


Commodore 


1) A cut is said to be bleeding when it is printed in red on a white 
background. 


2) A cutis said to be extra deep or worsened when it is displayed on 
a blue background. 


3) A cut is said to be closed when it is printed in black on a white or 
blue background. 


At the end of each round, the cut man will attend to a fighter’s 
cuts and attempt to stop the bleeding. If successful, the display will 
reflect this. If a cut is reopened during a round, it will again be 
printed in red. If a fighter suffers too many cuts, or receives too 
much punishment, a TKO may be awarded to the other fighter. A 
message may appear during a fight which says “ready to go”. This is 
an indication that the fighter is very close to being knocked down 
and may be at any moment. Also shown on the display are the 
symbols R/ and F/ which signify how many times the fighter has 
been knocked down in the current round and entire fight, 
respectively. 


Entering And Revising Fighter Data 


Option E on the startup menu provides the options of C-changing 
existing fighters’ data, A-adding new fighters, R-returning to the 
main menu, L-listing the fighters on the disk, O-omitting existing 
fighters. 


Option C allows you to revise the entries for an existing fighter. 
This feature permits the correction of erroneous entries, or the 
modification of actual fighter statistics to explore ‘what if?’ possi- 
bilities. Fighters on the game disk cannot be changed; however, 
you may add them to your disk as new fighters and alter their 
parameters. 


Option A provides the ability to enter and save fighter data for 
anyone imaginable — from the greatest fighters of the past and 
present, to you and all of your friends. 


Option R will return you to the main menu. 


Option L allows you to list all of the fighters, or just those in 
a particular weight class. It also allows you to review the param- 
eters for any fighter on the list. This is done by entering the number 
next to the fighter’s name. 


Option O will allow you to remove a fighter from your disk if you 
no longer wish to keep the fighter’s parameters. 


When entering data for a new fighter you will be prompted for 
each entry required. This data consists of the following: 


Name — A fighter’s name refers to his last name. This cannot 
exceed 10 characters. 


Overall Rating — This entry indicates the fighter’s overall ability 
on a scale of | to 10, 10 being the best (7 = average). 


Division — This is the division a fighter fights in. This is used as the 
division when entering fighters for a fight. 


Valid divisions are: 


BW — BANTAMWEIGHT 

FW — FEATHERWEIGHT 

JL — JUNIOR LIGHTWEIGHT 
LW — LIGHTWEIGHT 

WW — WELTERWEIGHT 

MW — MIDDLEWEIGHT 

LH — LIGHT HEAVYWEIGHT 
HW — HEAVYWEIGHT 


Fighter Style — This entry indicates what style a fighter uses. Valid 
styles are B for boxer, S for slugger, and B/S for boxer or slugger. A 
boxer is normally better at such things as sticking & moving and 
defense, whereas a slugger is usually stronger and better at 
charging in. 


Ability vs Boxer — This entry reflects how well the fighter employs 
his particular abilities vs a boxer style fighter on a scale of —3 to 
+3: +3 being the best, —3 being the worst, and 0 showing no 
distinct advantage or disadvantage. 


Ability vs Slugger — This entry works the same as ability vs boxer 
except it applies to a slugger style fighter. 


Ability to Follow Up — This entry reflects how well a fighter 
follows up, and attempts to put his opponent away after hurting 
him. It is based on a scale of 1 to 11, 11 being the best (7 = average). 


Ability To Cut His Opponent — This entry is an indication of how 
much a fighter cuts his opponent on a scale of 1 to 10, 10 being the 
most (4 = average). 


Ability to Charge In — This entry indicates how effective a fighter 
is at using his charge-in strategy. It is based on a scale of 1 to 5, 5 
being the best (3 = average). 


Ability to Stick & Move — This entry works exactly like ability to 
charge in except that it applies to stick & move. 


Ability to Cover Up — This entry works like the above except it 
applies to cover up. 


Ability to Stay Away — This entry works like the above except it 
applies to stay away. 


Ability to Go for the Knockout — This entry works like the above 
except it applies to go for KO. 


Ability to Protect Cuts — This entry works like above except it 
applies to protect cuts. 


Ability to Take a Punch — This entry indicates how well a fighter 
stands up under a devastating punch or a barrage of lighter 
punches on a scale of 1 to 5, 1 being the best (3 = average). 


Ability to Take a Punch When Already Hurt — This entry 
indicates how well a fighter stands up to a devastating punch or a 
barrage of punches if he has already been hit, on a scale of 0 to 5, 0 
being the best (2 = average). This number is independent of ability 
to take a punch. 


Ability to Avoid Being Knocked Out — This entry is reflective of 
how easily the fighter is KO’d on a scale of I to 10, 1 being the 
hardest to KO (4 = average). 


Ability When Trapped — This entry indicates how a fighter is 
affected when he is trapped against the ropes orin a corner. It also 
reflects his ability to work himself free from one of these situations. 
It is based on a range of 10 to 34. The first digit indicates how good 
he is at getting free: 3 being very good, 2 being fair, and 1 being poor. 
The second digit reflects his ability while trapped: 0 being 
excellent, 1 being good, 2 being average, 3 being poor, and 4 being 
very poor. 


Ability to Absorb Punishment — This entry indicates how much 
punishment the fighter can take over an extended period of time, 
based on a scale of | to 5, 1 being the best (3 = average). 


Ability to Not Get Cut — This entry reflects how easily a fighter is 
cut based on a scale of | to 10, 10 being cut the most (4 = average). 


Strength Rating — This entry indicates how strong the fighter is, 
and how hard he throws punches based on a scale of 1 to 12, 12 
being strongest (7 = average). 


Quickness Rating — This entry is an indication of the fighter’s 
footspeed, defense ability, and coordination based ona scale of —9 
to +9, —9 being the quickest (0 = average). 


Stamina Rating — This entry indicates how long a fighter can go 
before tiring out. As his stamina is depleated, his ability to utilize 
his strategies begins to deteriorate. Stamina is based on a scale of 


1 to 125, 125 being a fighter with tremendous staying power 
(97 = average). 


Aggressiveness Rating — This entry reflects how tenacious a fighter 
is on a scale of 1 to 11, 11 being the most tenacious (7 = average). 
The higher this number, the better chance a fighter has of trapping 
his opponent. This entry will change throughout the fight 
depending on the strategies chosen and momentum. 


Percentage of Time Punches Land — 40 to 45 is average, with 75 
being the maximum allowed entry. 


Percentage of Time Punches Miss — 25 to 35 is average, with 87 
being the maximum allowed for the total of Punches Landed and 
Punches Missed. 


Percentage of Time Fighter Clinches Opponent — 10 is average, 
with 94 being the maximum allowed for the total of Punches 
Landed plus Punches Missed plus Clinches. 


Percentage of Time Fighter Employs Ring Movement — 10 is 
average. 

The above four categories pertain to the percentage of the time that 
a fighter does each action. The total of the four percentages must 
add up to 100. 


Percentage of Time Fighter Lands a Particular Punch (5 categories) 
— There are five types of punches which a fighter may land: jab, 
hook, cross, combination, and uppercut. The percentage of time a 
fighter lands each type of punch must be entered, and the total for 
all five punches must equal 100. 


Percentage of Time Punches Land With Extra Sting — This is the 
percentage of punches a fighter throws that land with extra effect 
(50 = average). 


Effects Of Managers’ Decisions 


A fundamental consideration in the design of Ringside Seat 
was to permit each fighter’s manager to become involved as much 
as possible in determining the outcome of the game through the 
decisions he makes. The equations used to compute the outcome 
probabilities of almost every action make extensive use of the 
various strategies which are under the manager's control. 


Designer’s Notes 


The development of Ringside Seat was a long and furious 
endeavor. Our desire for more realism, faster action, negligible 
waiting between rounds, improved game playability, and the ever 
present memory crunch, posed a great problem. We did, however, 
manage to include a tremendous number of parameters in each 
fighter. As it currently exists, the main program almost fills the 
entire available memory, which is over 40k. Combined, the 
programs also consist of nearly 4000 executable program state- 
ments. The effects of as many separate factors as possible were 
included in the computing of the probabilities for each action. The 
selection of the fighters to include with the game was not easy. We 
decided to include as well-rounded a selection as we could for each 
division, trying to include fighters famous enought to maintain 
interest, and allow the most exciting contests. Designing Ringside 
Seat was a great deal of fun, but I do believe our playtesters enjoyed 
it even more than we did. We sincerely hope you get as much 
enjoyment from the game as we have. I would like to give special 
thanks to my wife Kim who somehow managed to take care of my 
three children Carl Jr., Matthew, and Jaimi, without going com- 
pletely insane — a job most probably harder than my work. 
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